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The above table is a considerable simplification of all the values used by the program to t 
determine outputs. For instance, for a Sweep against a Key Man, the table shows an average of t 
6 yards; but, using all the facts in the computer, this play will lose yards 13% of the time; it has a77% ' 
chance of gaining 1 yard or more; a 49% chance of 5 yards; a4% chance of 30 yards; and a 3.1% chance of ‘ 
fumble. For a pass such as the Z Post against a Key Man which has a 25% completion rate, there is also E 2 
a 12% chance of an interception; a 15% chance that the quarterback will be trapped behind the line; ’ - 
and 3% chance of a fumble. 








